WARNING: READ BEFORE USING YOUR PLAYSTATION° GAME CONSOLE. 
A very small percentage of individuals may experience epileptic seizures when exposed to certain light patterns or 


flashing lights. Exposure to certain patterns or backgrounds on a television screen or while playing video games, 


including games played on the PlayStation game console, may induce an epileptic seizure in these individuals. 


Certain conditions may induce previously undetected epileptic symptoms even in persons who have no history al 


prior seizures or epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician prior 


to playing. If you experience any of the following symptoms while playing a video game - dizziness, altered vision, 


eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, or convulsions - 


IMMEDIATELY discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 


Do not connect your PlayStation game console to a projection TV without first consulting the user manual for your 


projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen. 


USE OF UNOFFICIAL PRODUCT: 


The use of unofficial products and peripherials may damage your PlayStation game console and invalidate your 


console warranty. 


HANDLING YOUR PLAYSTATION DISC: 


This compact disc is intended for use only with the PlayStation game console. 


Do not bend it, crush it or submerge it in liquids. 


Do not leave it in direct sunlight or near a radiator or other source of heat. 


Be sure to take an occasional rest break during extended play. 


Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case when not in 


use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer edge. Never use 


solvents or abrasive cleaners. 
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~ (!Crutaber's (@utlb ~ 
~ (to bes of (!Conbuct ~ 


~reparation for !)our @uest (~ame ~etup) 
Set up your PlayStation game 
console according to the instructio11s 
in its instruction Manual. Make sure 


Top View 


RESET BUTTON 
I 
the power is off before inserting or 
removi11g a compact disc. Insert the 
"Crusaders of Might and Magic™" 
disc and close the Disc Cover. Insert 
POWER BUTToN-2-JJ 


game controllers and turn on the 
POWER INDICATOR 
I 
OPEN BUTTON 


L----DISC COVER 
PlayStation game console. Follow on- 
CONTROLLER PORT 


screen i11structions to start a game. 
EMORY CARD 
If you wish to load or save i11formation Front View 
SLOT 1 


during play, insert a Memory Card, 
I 
-- ,· r 
- 
L 
MEMORY CARD 


with at least 2 free Memory Card 
CONTROLLER 
coNTROLLER 
SLOT 2 
blocks into Memory Card slot 1. See 
PORT 1 
PORT 2 


those sections later in this manual for more details. It is advised that you <lo not 
insert or remove peripherals or Memory Curd 011ce the power has been turned on. 
i ~J~TTON 
~TTON 


••• • 


SONY 


~ - 


S LECT 
BUTTON 


IR ECTIONAL 
BUTTONS 


DIRE TIONAL 
BUTTONS 


l 


~ ©f Woeful ~eginntngs ~ 
~ 
anb lleshnp 
~ 


As is ine11ita&e in lit e, the7-e comes a time 11Jhen 11Je all must lair do11Jn ouz moztal 
bodies to zest and tzust out souls to the 5ods. As 1rou au no11J in possession ot 
this compendium, »II( time has 7-un out in this ualm and 1rou aze dou6tlesg i11 
§Mlle pezil as 1rou lea 11e in solitude to seazch out 11ouz destin1r. A s 1rou Me moztal 
and 11Jill e11ehtuall1r tof1011J me, !) ha 11e included 11ouz lf5ac1r in the pa5es tollo11Jin5. 
A lon5 and illustzious lite should he11ez 6e lett to the dust ot a5es · tvz memoz1r 
to conupt, and tutute §enezations to dishono«'l th'l01~5h thei'l pMpensltit to Mock 
out the past. ([.hus the tof1011Jin§ section is 11J7.itten to tiU in tvz oaz postezit1[! 
1-vz that ,11hich is 11J7itten on Messed pMchment and sealed 11Jith hol11 mt15ic 111i11( 
ne11ez 6e lost so lon5 as »1a5ic umains i1, the 11Jozld. 


cl-{011Je11et, as !) ,11ould not pzesw11e that ouz 011Jh li11es aze 11107,e i»,pottant th11n 
at1 ot the t15es past, !J 11Jif1 tizst include M i exce7-pt t'lOm the Book ot A5es that 
pzophesieg irou, "Dzake. cl-{opetut11r •rou Me at last zead•t to accept 11Jhat 11ou ,11eze 
so un11Jitli.n5 to tace ,.,hen ti7-St 11Je met. 


~ 'QJ:ale of J!,istorp ~otb ~een anb ij)foseen 


- 
~bapteb from tbe ~ook of ~ges - 


As •rou kno,11 the Book ot A ,es 11Jas 11J7-itten centuzies a§o and cohsists ot 
se11ezal 11olumes. ([.his section, ho11Je11e7,, is the pau most zelelltlnt to out sto71f· 
"%lnb lo' a err \.uill arise from tbe berp founbations of tbe tuorlb 
brmanbing justice for tbe transgressions of tbe i!larl, JL.orb. jf or as 
bark po\.uers \.uill ebb nnb flo\.u tbrougbout a mrseb realm, betuare pour 
otun beab tuill rise up against pou. ~e fearful of tbe i!lark JL.orb, for 
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bis minions are bast anb powerful'. 


·~et be eber tnatcbfu[. for lo' in tbe barl.est bour a bero wm arise 


from pour mibst. $boulb tbis bero be slain, tbe :mark JLorb tum make 
bis bominion of all tbe tnorlb anb pour own flesb wm bis bemons feeb 
upon. jf or tbe tlBarl, JLorb is fmeb witb tbe curseb powers of 
necromancp, anb bis legions of unbeab tum oberwbelm an tbe 
kingboms of tbe worlb'. 


'JLong tum pou atuait tbe coming of tbe $tarreb ®ne, anb great is 
bis bestinp - for tnitbin bis bmtb, be tum bolb tbe l,ep to tbe unboing of 
tbr curseb unbeab legions of tbe :mark JLorb .. .' 


('[hat is 111heu 11ou come in, »11( 11oun,; .iiLend.. With 11oui 6LHh, the lon,; 
anticipated. 'Scaiud. One' has aiiiued.. find thou,;h '[OU ma'( not 111ish to 
6elieue it, 11ou Me i10111 i.n the hands o.i a d.estin11 that has 6een 111iitten into the 
sta1s .ioi aem,s. 


~ T!,ero ts 1iorn 


- flersonal jlllemotrs of tbe <!Cbosen (!&ne - 


Drake was born to a simple, honest fa111ily in a tranquil village on the Fairfield 


Lowlands only a day or two's journey fro,n Duskwood Forest. Though he was 'only' 
a shepherd's son, it was evident from a very early age that there was something 
e.tceptional about him. 
In his sixth sum,ner of life, Drake had single-handedly saved his jl.ock from a 
hungry pack of wolves with nothing but a lit torch and sheer determination. 


'Drake has a warrior spirit,' his father had boasted. 
"He has more then that," countered the village Seer as she had pressed her 


wrinkled palm agai11St the boy's chest and closed her eyes. "The child has magic"' 


Unfortunately, Drake's idyllic youth proved to be short-lived, ending in his twelfth 


year with Ii is first encounter with the Legion ... A ,nortally wounded Crusader staggered 
into tire peaceful village with news of Necros' army encampments nearby. Drake had 
heard rumours about Necros and his dark ar111y, the Legion of the Fallen (all the 
children had) but their threat had see111ed as remote as a fairy tale until tha.t. day. 
That fiitefe.l night Drake was caught eavesdropping as the town leaders were 
making plans to defend the village and his father ordered him bac/r to the flocks. 
That would be the last time Drake would ever see his fi:ither alive, and he would 
always regret having been angry with him. While collecting the jl.ock, Drake 
su,ldenly heard screanis echo through the canyon. Running to the top of the crest. 
just in ti111e to see the Legion mvaging his village, Drake scrambled down the cliff.5ide 
toward the besieged town. By the time he had reached home, however, everyone had 
been killed, including his family and friends. The only ones standing were a hand/itl 
of Legion soldiers left behind to si:jl through the wreckage for weapons. 


Drake crept into the village, hugging the shadows. Thinking he saw a villager, he 


ran up to him only to discover that it was the Crusader who had died earlier that 
morning. He had beco111e one of the111 - undead - as would the rest of the villagers. 
The Crusader swung his sword at Drake, scarring his cheek. Instinctively, Drake 
11icked up a burning pole and i111paled hi111 with its flaming tip. Realising that there 
was nothing left for him there, he fl.eel deep into the wilderness, <LS far from the Legion 
,is he could get. 


Dmke spent the ne.tt ten years searching for distant relatives in other village.5. All 


too often his reward was Leaming of more fiimily that had been killed or forced to 
scatter to remote or unknown areas. He found companio,iship with mercenary 
soldiers, bands of gypsies, and thieves. They schooled him in the arts of deception, 
swordsmanship, and stealth. All the while Drake's hatred for the Legion grew 
stronger. and he frequently ventured out of his way just for the chance to attack their 
e11ca111pments at night. Legends and stories a.bout 'The Scarred One' spread 
throughout the countryside - reaching even the unholy ears of Necros himself: 


One night while Drake was sleeping in the woods, a band of roving Ogres decided 


to relieve him of his food and weapons. Just as they grabbed him, however. a 
leathery old hermit appeared from the darkness and ordered the Ogres to be off. 
When they saw that he was blind they pa.id him 110 heed. And then the hermit 


I 
i! 
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When they saw that he was blind they pa.id him 110 heed. And then the hermit 


I 
i! 


attacked. Surprisingly, the sightless old man struck quickly and swiftly. Drake 
grabbed his mace and together they sent the Ogres screaming into the darkness. 


As '(OU MN kno1t1, '?:J7ake, that old J·{e7f•1lt Nas me, /\Jomandl the Stoic. !) took 
•tou 6ack to the monaste7•(, an a6andoned haven .iMm evil etched into the side o.i 
a cli#, !J used to 6e a mem6e7 o.i the Old {jua7d o.i the Citadel until m'f e'fe!I 


1t1eu infu7ed in a 6attf.e. 1t1ith the J!,e,;ion. ')fet since that time, !) have l.e.Mned to 
see much that othe7s cannot. !Jn m'f 'declinin,;' '(ea7s, !) sou ,;ht the solace o.i the 
Nilde7ness so that !) could mo1e easili( pu7sue m•t m•tstic studies. !) 1eco5nised 
'(OU immediate['( as the he70 o.i p7ophecit a11d took '(OU in as m'f appu11tice. As 
'(Ou said, it 1t1as the .ii7st time i11 ove7 te11 •tea7s that •rou'd .ielt like •to'~ had 4 
ho,11e. !J' m Sot7•( to have cut that shou, '?:JMke, •tou dese7ve all the peace t111d 
co11te11tf•1e11t this 1t107ld has to o#e7. ~ e,,haps somedait ... 


~~tarting, ~our @uest~ 


Alas, dea7 '?:JMke, Neu!) still alive!) Nould dou6tlessl'( 6e 7eluctant to se11d •tou 
ot<t 011 •tou7 quest 110 matte7 ho,., pupa7ed •tou have 6ecome - pe7haps destin•t has 
,11ade »lit death thus a necessit'(, J{oNeve7, as •tou Me 110N cast into the .iace o.i a 
piedestined 6attle, f.e.t me at least t71( to ,;ive some advice 011 l101t1 to ,;et stMted! 
©etting fflnber Wap (Jtilain Jtilenu) 


NEW GAME 
Select this option to embark 011 a new quest from 
the beginning. You will be challenged with 
various missions, only the successfe.l completion 
of which allows you to delve deeper into the 
varied realms of Ardon. 


LOAD GAME 
Select this option to magically be transported 
back to the last point within your quest at which 


you 'sewed' your game. With this option, you utilize your memory card to select from 
potential saved Crusaders of Jlfight and Magic games. Should you have ,w saved 
games or no memory card inserted, you will be returned to the main menu. 


SETI'INGS 
Select this option to reveal the Game Settings Menu (described on next page). 


CREDITS 
Select this option to view credits - tho.<;e without whom your quest would be impossible/ 
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NEW GAME 
Select this option to embark 011 a new quest from 
the beginning. You will be challenged with 
various missions, only the successfe.l completion 
of which allows you to delve deeper into the 
varied realms of Ardon. 


LOAD GAME 
Select this option to magically be transported 
back to the last point within your quest at which 


you 'sewed' your game. With this option, you utilize your memory card to select from 
potential saved Crusaders of Jlfight and Magic games. Should you have ,w saved 
games or no memory card inserted, you will be returned to the main menu. 


SETI'INGS 
Select this option to reveal the Game Settings Menu (described on next page). 


CREDITS 
Select this option to view credits - tho.<;e without whom your quest would be impossible/ 


J}ersonalt?ing !)ou~ ~ecbniques (~ettings ;iflllenu) 
All settings are adjusted by using the + and + 
directional buttons to select the option you wish w 
change, then pressing the + or + directional 
button.~ to adjust the setting. 


SOUND VOLUME 
Aqjust this value to increase or decrease the 
volume of the sound effects. 


MUSIC VOLUME 
Adjust this value to increase or decrease the 
volume of the Music. 


STEREO MONO 
This option allows you to switch the sounds between stereo and mono. 


VIBRATION 
Vibration is an option only available with vibration compatible controller. Select the 
Vibrate option and press the O button to toggle vibration on or off. 


CONTROLLER 
Select this menu option to choose from several pre·.~et configurations. 


GAME OPTIONS: 


INVERTED LOOK TO NOIU1AL LOOK 
The Invert look option switches the way looking up and down in first person 
view is controlled. 


DAMAGE PARTICLES ON OR OFF 
This special parental control feature allows parents (or those of timid 
disposition) to turn off the realistic blood associated with anned combat. 


LEVEL OF DIFFJCULTY 
This option allows you to select game diffi.culty (not available in the Game 
Paused Menu setting screen). 


INTERFACE DISPLAY 
There are three options to this screen configuration. McLtimum will alway.~ 
display your health, mana, spell and items 011 the screen. Partial sets your 
current spell and item to be always on and your health and nwna will be 
displayed only if there is a change to them. Minimum only shows the screen 
items when there is a change or if you double lap the DI button. 
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;ffElaking @:boiceg on tbe ;ffElobe ( ®ame flaugeb ;ffElenu) 
You can perform several inspections while on your 
various adventures. In order to do this, press the 
START button to interrupt gameplay and call 
forth the in-game menu options. 


CHARACTER 
Select this option to view your vital statistics. You 
can also view your magical spells, weapons, 
amiour and items in other sub menus. 


QUEST 
Select this option to view your current gcune quest. 


SCORE 
Select this option to reveal your progress in relation to other heroes of the age. 


NEW GAME 
Select this option to cancel your game in progress and begin a new one. Your previous 
game will not automatically be sewed. 


LOAD GAME 
Select this option to load a previously saved game. 


SETTINGS 
Select this option to make acljustments to game settings (see "Settings Menu"). 


, 


3Jnterface 11Bt~plap 
An imperative aspect of your quest will be to keep track of your mental and physical 
health. This information, along with other important information, is readily 
available on the Main Action screen, via the Interface Display. Keep a close vigil 
over the following information: 


Player Conversation 
The text that appears on 


the screen is a 
co11versc1tio11 with another 


character in the game. 


Yo11 ll!ay skip through the 
conversation by pressing 
the ® button. 


Ma11a Gaa1ge 


This gauge indicates the 
current all!ount of manci 


yo11 possess. As you 
receive mwu1 potions, or 
are rewarded for doing a 
good deed, the all!ount of 


/Ilana increcises. 


S1,ell Ieon 


This icon is overlaid on· 
screen at all times. It 
shows ci graphic 


representation of your 
currently readied spell. 


C11rre11t Item 
This represents the 


mrrenily selected itell!. 
Drake will use this itelll 


when you tell hill! to. 


Press the llll button to 


use the current item. 


, , ' 


Mage Sight Target 
A ring aro11nd Drake's 
enemy will appear when 
yo11 activate Mage Sight. 
Tapping the ID button 
will cycle through any 
enemy within sight. The 


height of the ring 
indicates the enemy's 
health and the color 
represents the magical 


class ilwt they belong to. 


Health Gaaage 


This ga11ge indicates the 
current amo11nt of health 


yo11 possess. As yo11 


receive potions of healing 
the amount of health 


increcises. Drake's health 
indicator will cippear 011 
the screen when there is 


a change to Drake's 


current health or if you 
tap the 1!11 buttom. 
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health and the color 
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current health or if you 
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~;ifiobtments of a m:ru~ J!nt~bt~ 
"'l 
(llefault QI:ontrols) 
~ 


;/-ollo11Jit11; is the Cw.sadet's Cyuild Codes 05 Cm,duct. /!,0115 NtlS .!J ti 
S'(111pathiset t111d t1d1Jocate 05 the Ctusadet's Cyuild, a11d 111t111•r •tea7s did .!J 
spend i11 tutela5e u11det 'Z<tst111 6e5ou .!J 11'tlS 5it to 6e called a Ciusadet 
K11i5ht! }jou Nould do Nell to at least le.at11 these 6asics - adapted 5M111 the 
teachi115s 05 'Z<tst111, the. ;1taste.t 05 Ai111s - 6e.5ote. e1116atkin5 on •1ou7 quest ... 
~ctibitp anb <muesting ;ffianoeubres 
Being those actions acceptable and beco111ing to a knightly caste. As you grow in 
experience you will learn new attacks and 111aneuvers. 
O Button ................. . Jwnp I Release grip when climbing 
O Button (Hold) ............ . HighJump I Long Jump (1LSe directional buttons) 
O Button then@ Button ..... . Jumping Attack 
@ Button ................. . Attack I Activate or trigger switches 
® Button ++Button ........ . Overhand smash attack 
® Button + + Button ........ . Left swing attack 
® Button + + Button ........ . Right swing cittack 
® Button + + Button ........ . 180' reverse swing attack 
® Button ................. . Block I Stop conversations 
® Button + + Button . . ...... . Shield rush 
® Button + + Button ........ . Side step left 
®Button++ Button ........ . Side step right 
® Button + + Button ........ . Shield block left and tum left 180' 
Q Button ................. . Cast spells 
ID Button ............... . SLVap between ranged and melee weapons 
ID Button (Hold) .......... Walk carefully 


~13~ 


ID Button (Tap) .......... . Activate screen display bars (Interface Display) 
llll Button ...... ... ....... Use inventory 
ID Button ... ....... ..... . First-person ai111ing I Auto-targeting (<li,n spells 
and throLVing weapons) 


ID Button (Tap) .......... . Activate ,nage sight I Switch mage sight target 
START Button ....... ..... . . Interrupts gameplay to call forth the in-game menu 
options ( see "Gwne Paused Menu" for further 
instruction) 
SELECT Button .. ...... · .... . Pauses the game and brings up the in-game 


Selection Menu from LVhich you can select your 
inventory of weapons, shields, spells, items and 
LVeapon talis111ans 


Directional Buttons .......... . Move Drake, select menu items and change menu 
options 


O Button ............ .. .. . Begin quest, confirm menu selections and 


continue ga111e 


Q Button ........... .... . . Return to previous menus and resume gameplay 
]n -game ~election ;ffienu 
Once the SELECT button is pressed the game will pause while you 111ake your 
selection. The game will resume and Drake will switch to the item selected once 
SELECT button is pressed again. 
O Button ................ . Items menu 
O Button (Press Twice) ...... . Talisman menu 
Q Button ........... .. ... . Spell menu 
® Button ................. Weapons 111enu 
® Button ....... ...... ... . Shield menu 
Use the directional buttons to bring the object of your desire to the front of the screen. 
Once you are happy with your selection press the SELEC1' button and the game will 
resume and Drake will switch to the item selected. 
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abapttb <lex ttt'Pt~ f tom~ 
~ tit jlook of ~t·bon ~ 
ffi:be ;ifElobern Worlb 


L,{116ortu11,Helv, the lsook 06 flzdon ls as lnaccuzate Nith u 7atd to the 
topo7iaphv 06 this Notld as a tu»tot1-,10117e~ ls Nith the 6acts! d-1.oNevei, since at 
pusent theu ls no stw117ei usouzce in pzlnt, it Nill su#lce to 7ive 11ou the 611.sics 


~ the 'knoNn' Notld. 


'l,o 6e succinct, the ln6oi»tal suwevs and »taps co66led to7ethei 06 this so»1eNht1t 
azchaic atlas a7ue 011l11 on the existence 06 the zeal»ts desal6ed 6eloN. 'l,hou7h 
Nt knoN 06 neN ual»ts - such as 'l,he 0lacie~s Nkich ,vas, until ucentlv, 1111 
u11k110N>1 ze7lo11 6ecause 06 its inhosplta6le cli»tate - such zeal»ts do not appeat 
in the lsook 06 fhdon. fls !J do have petsonal knoNled7e 06 'l,he 'Jlllcie?s, 


ho1t1e11e1, !J Nill add this ual»t to the desalptlons 6eloN as ,vell as expa11din5 
upon and conectin7 a>i•t »tlsln601»1atlon !J 4»t ceztaln of 


STRONGHOLD 
This fortress connects the two sides of the coastal range (Seabreak Mountains) 
between the ocean and Duskwood. The site was chosen because of a hidden valley 
between two impassable mountain ranges. The East and West Keeps guard the 
entrance to this valley and act as a gat;eway through the mountain range. The Keeps 
are carved from the mountain itself and are set up to defend against attack from 
either side of each Keep. Recently, the Legion of the Fallen has captured both Keeps 
of Stronghold. 


CITADEL 
This immense floating fortress stands as a spectacular beacon of magic and intricate 
beauty, hovering over the ocean to the west of Stronghold. The powerful magical 
defenses and high aerial plat;eau of Citadel make it an island of peace and serenity 


REQUIRED FOR WARRANTY REGISTRATION-PLEASE PRINT 
Register and Win FREE Stuff! 


Register by mail and we'll automatically enter you in our 
monthly drawing to win one of our best selling games! 
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-protecred from the minions of the Legion and the turmoil of the world far below. The 
proud, strong walls of Citadel make it the perfect headquarters for the Crusade. 


CORANI'HA 
A Dwarven complex which has been hollowed out of the Vastness Mountain Range 
over the course of centuries, Corantha is a monument to dwarven stonemusonry and 
building technology. A vast, intricare world has been etched out of livi.ng stone to 
make it the largest underground compound in the world. Tunnels and caverns filled 
with crystals and jewels creare a maze of passages un-navigable to all but the 
dtvarves. Incredible dwarven cities fill bolstered caverns thousands of feet high with 
meticulously chiselled buildings, halls and castles. 


DUSK.WOOD 
This vast, dark wood · filled with thousand year old trees - is arguably the most 
magnificent in the world. Towering trees and thick foliage block out most of the 
sunlight while a dense loamy layer of moss, dead leaves and decomposing vegetation 
nmffl.es sound and emanates the murky fetid, odour of death. A constant drizzle 
seems to cling and drip from the leaves and lower branches of the trees from the thin 
mist which hangs perpetually in the stagnant air. Many dark races are rumored to 
live within this oppressive, foreboding forest (both charred and uncharred), however, 
confirmed inhabitants to dare include only the Dashers and Grubs. 


THE GLACIERS 
The southern Vastness Mountains prevent the icy, glacial weather from crossing to 
the northern realms. To the south of these mountains, however, the world is <m alien 
landscape of snow, ice and bitrer-cold gales. The Glaciers are actually one of the 
largest land formations in the world - largely unexplored because of the hostile 
climare and perilous terrain; however, it is also one of the most beautiful in its own 
right. Immense ice caverns seemingly carved from the most delicare of crystal, 
narrow canyons bejeweled with icicles and dappled with blankets of newly fallen 
snow, the arid plains with their moving drifts, and the glacial coastline with its sheer 
cliffs and tumbling banks of packed ice. Although beautiful, be forewarned. The 
Glaciers can also be perilous. 
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nmffl.es sound and emanates the murky fetid, odour of death. A constant drizzle 
seems to cling and drip from the leaves and lower branches of the trees from the thin 
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confirmed inhabitants to dare include only the Dashers and Grubs. 


THE GLACIERS 
The southern Vastness Mountains prevent the icy, glacial weather from crossing to 
the northern realms. To the south of these mountains, however, the world is <m alien 
landscape of snow, ice and bitrer-cold gales. The Glaciers are actually one of the 
largest land formations in the world - largely unexplored because of the hostile 
climare and perilous terrain; however, it is also one of the most beautiful in its own 
right. Immense ice caverns seemingly carved from the most delicare of crystal, 
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!\aces, J!)eroes anb <!Cbaracters of l\enohm 
DRAKE 
Hero of the present age, Drake is the young warrior upon whose 
shoulders lies the fate of the world as we know it. 


CELESTIA 
About thirty years ago, <L lVarrior Priestess from the fringes of Duskwood emerged to 
challenge the Crusader Knights to accept her as one of their own. She passed all of their 
tests, showed great skill <LS a leculer, and despite the odds, rose through the ranks to 
ultimately claim leadership of the Crusade itself: 
Her indomitable drive and her passion for the success of the Crusade has 111ade hers a 
Golden Rule for the past ten years. She has stepped up the floating Crusader patrols. 
expanded the flotilla of patrol ships, reorganized the knights' charter to 111ore hcirshly 
root out lawlessness and chaos and generally has infiised the Crusade with renewed 
energy and zeal. Her style of leadership is both commanding and intoxicating, making 
her one of the best-loved and most respected leaders to ever co111mand the Crusade. 


AERRIN 
Born and raised in a small village in the Vastness Mountain foothills, Aerrin's chilclhood 
dream was to travel to exotic, distant lands cmd sail the great seas. She 111as cast out of 
her home village for her craftiness and strong-willecl behavior, and since then she has 
used her incredible beauty, cunning cmd uncommonly high intelligence to survive and 
<Ira w ever nearer to her dreams of piloting her own ship. She presently pilots the small 
ferry between Stronghold cmd Citadel, already 111aki11g plans.for her next larger ship. 


UR SAN 
Captain of the Old Guard and most trusted of Celestia's leaders. Not to mention a loyal 
mentor and companion for many years. 


DWARVES 
KING AIDEN STONEHEART 
Current ruler of Corantha and head of the ruling clan of StonehearL King Aiden holds 
the Sceptre of Regency, which tradition holds as the symbol of power in dwarven society. 
Aiden has two successors to his regency: an older son, Dain, who shows great promise as 


<L bold and co111mandi11g youth of proud stature, and a younger son, Tor, who though 
quite clever is a bit withdrawn and brooding. 


STONEHEART LEGIONNAIRES 
Warriors of the Noble cciste in dwarven society, the Legionnaires of King Aiden's Court are 
the 111odel of dwarven commit111e11t: regal, chivalro1is, strong of stature and pure of heart. 


IRONPICKS 
Down trodden 111embers of the workers caste, the Jronpicks drea111 of equality, justice 
and opportunity. 


IRONPICK ZEALOTS 
Originally the core leaders of the working caste, the lronpick Zealots are doubtless the 
most dedicated to the ideals of equality. Unfortunately, their tendency toward rci~h 
thinking makes them erratic and potentially hazardous. 


DASHERS 
The Dashers are <L proud, inflexible race that has long inhabited the forest of Duskwood. 
They claim the ancient forest as their own and even within their own race there is fierce 
competition for territory, honor and hunting privileges. Dasher society is orgw1ized 
tribally around a tribe-appointed le(Uler, several mystics wrd a strict honor code that 
draws them into <L close-knit fa111ily that rejects outsiders. 


TAMRIS 
The recently appointed leader of the Dasher people, Ta111ris is said to have won the favor 
of the Spirit of the lVood who entrusted him with leadership over all other tribal leaders 
in Duskwood. The bravest and strongest of his people, Ta111ris' q1iick wit and genero1LS 
disposition make hi111 a ,wtural leader who could le(Ul the Dashers to certain victory if 
united as one people. 
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YETIS 
A legendary creature fabled to live in the uninhabitable Glacial regions to the south of 
the Vastness Mountains. Popular legend states that the Yetis are a mysterious race 
of primitive giants, averse to strangers, aggressive toward interlopers and bearing 
unexplainable powers. Should legend prove to be true, these imposing giants would be 
quite a fearsome and fantastic race! 


GRUBS 
A warren of sentient, oversized grubs is now known to live below the surface of 
D11skwood. Their docile lifestyle had ma.de them a virtually unknown race until recently 
as there had been little to IIQ contact between their underground world beneath the 
ancient forest and the races dwelling above ground. However, since their discovf!ry, 
when a grub drone inadvertently collapsed a wall adjoining the Duskwood catacombs, 
invaders from below ground have become more frequent. 


GRUB WARRIORS 
Evolved drones tlwt attack any invaders that penetrate the outer warren defenses. 


lVARREN QUEEN 
Rumored queen of the Grubs ( there has been no confirmation of her existence). Popular 
legend states, however, that she is larger them an average grub, lays eggs and is of a sour 
disposition. Tcike from this what you will, speculcition seldom serves in place of truth. 


THE DARK. LORD AND THE UNDEAD 
SHAMBLERS 
These are corpses which have been recently reanimated (before they regciin memory). 
Their ncirne is derived from the manner in which they shamble around like zombies until 
they regain memory of their previous life cmd become sentient. 


THE TWICE BORN 
This is ci second stage reanimated corpse. The Twice Born remembers its past lifetime 
and seems like a real person · e.rcept, of course, for its fetid, decomposing flesh. They 
follow Necros because he promises them an eventual return to "recd" life. 


NEC ROS 
The dreaded Dark Lord, Necros, is ci necromancer of tremendous power. Believed to be 
invincible, Necros has lived for over a hundred years researching and 111astering the dark 
arts of black magic and necro111ancy. Over the course of tl1e ages, he has become scarred 
and twisted to look upon and, though he is not undecid, it is ru111ored that he traded his 
very soul to the dcirk gods for secrets that no mortal should ever possess. After mustering 
the Dark Wizards' To111e of Evil, Necros began building up his 
Legions into ci rotting, nefa.rioris, undead army which has been 
crushing every army, garrison, and troop thcit stands in 
its way. The only hope for his downfall lies in the 
prophesied 'Scarred One' from the Book of Ages. 
Thus far, Necros has been unstoppable. 


BLACK GUARDS 
This form of w1dead creature is a Twice Born which 
has become a fcuwtical follower of Necros. They 
have disassociated their spirit from their rotting 
flesh mu/ that spirit now inhabits ci suit of magical 
nmwr. Though they cannot e.rist outside their 
amwr, they are sentient beings that are both 
powerful and magical. 


D.4RKHOSTS 
These are cm e.ttremely powerful form of Twice Born that 
are capable of casting dcirk magic. They have absorbed 
the souls of those they have conquered, th1is e111powering 
the111 with the life force of multiple beings and 
heightening their potential to perfor111 spells and work 
malice. Known variatiollS include Dark Mages, Dark 
\Varlorcls and Dark Masters. 
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~~abing !)o,ur f 'rogrrss~ 


~a\Je ~ame 
When playing the game, you can save at any Save Point found in a world. Save 
Points can be recognized by a circular stone texture that is always accompanied by <t 
pulsing white and green light. 


To trigger a save point, just walk up to the circular 
stone texture and you will be taken to the Save 
Game screen. At that point, you can select ct save 
game slot on your memory card and then return to 
the game at the same point you started the save 
ga111e 11rocess. 
Thereafter, when you load a game from that save 
ga,ne slot, you will return to that Slt11te point in 
the gwne. 


:fflercbants 
- Adapted from the Merchant's Guild Review 


([,hiou5hout 11ou7 quest theu h!ill dou6tlesslit 6e supplies ,,.,hlch 11ou ,.,ill 11eed. 
While some 06 the mou o6scuu 061ects l11 the h!o7ld Me too pteclous to 6i11d i11 


II commo11 meicha.11t's stock, most items 11ecessa.t1{ 601 su7vlva.l cm1 6e 06t11i11ed 


610111 1rou7 loca.l /lte7cha.nt's qulld. fls 6M a.s .J k110,,.,, theie Me thiee me11.cha.11ts 
i11 flido11: 011e in 'l)usk,.,ood, 011e l11 the elta.del a.11d 011e in eott1.11tha.. 211ch 
ha.s a. dl#eil115 l11ve11toi11 a.s cetta.l11 items a.u ea.slet to come 611 l11 some Mea.s tha.n 


i11 otheis. OveMll, hm.,eve1, the method 06 conductln5 6usi11ess ls ce11t11.11(i;;;ed 
thzou5hout the /lte11.cha.11t's LJuild. 


lVhen first you enter the shop, you will see the available inventory arrayed on shelves 
for display. From these, you select whatever fancies you at the ti,ne. Generally you 
nuiy select from a collection oflVeapons, A r,nor, Shields, Items and Talismans. 
To select an ite,n (first you ,nust be in 'first person ai,ning 111ode'), move the 
erosslwirs over the ite,n you fancy. Once selected, text is displayed which tells you 
the nmne, price and a brief descriptipn of the ite,n. 
To purchase the item, si111ply·press the attack button (@ button in the dejilult setup). 
If you have enough gold and/or gems, these are deducted auto111atically from your 
purse, and the item is placed into your inventory. A ,nessage is then displayed 
stating 'Transaction Co,nplete'.. 
If you do not have enough gold and/qr gems, the 111erchant will warn that 'You do 
not have enough money' or 'You do not have the gems required for this item'. 
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~cceptahle jf otms of QI:urrencp 
~ 
Gold 
Gems 


FUNCTION 
Purchasing items 
Purchasing 1'ctlisnwns 


DESCRIPTION 
A gold coin 
A gem on the grormd 


;fflercbant's ®utlb 1List of Jk.notun Q&hjects 
WEAPONS 
NAME 
Battle-Axe 


Mace 
Longsword 
Warhanuner 


FUNCTION 
Slashing attacks 


Bashing attacks 
Slashing attacks 
Bashing attacks 


THROWING WEAPONS 
iYL1.ME 
FUNCTION 
Throwing Axe 
Axe form of a range 
weapon 


Rtploding Gem 
Like a grenade 


DESCRIPTION 
Halberd-like blade 011 a 
short haft 
Fluted mace head 
Roman-like elongated sword 
Big hulking stone hammer 


DESCRIPTION 
Small, well-balanced 
battle axe with small 
throwing haft 
Vibrant glowing gem that 
e.tplodes in small area effect 


-~ 
-- SHIELDS 


NAME 
Kite Shield 
Spiked Shield 


Tower Shield 


--~ 
-':I ARMORS 


NAME 
Leather Armor 
Scale Armor 
Chain A rmor 
Pia le Armor 


. - C Black Guard Armor 
-':IITEltlS 


NAME 
Mana Potion 
Healing Potion 
Restore Potion 
Vanishing Dust 


Dasher Nut 
__ c 
~-- 


FUNCTION 
DESCRIPTIQN. 
Better blocking 
Standard kite shield 


Better shield rush 
Round gladiator shield 
with spikes in the front 
Better ranged protection 
Tall, rectangular and 
concave (Roman style) 


FUNC110N 
DESCRIPTIQN 


Weakest armor 
Leather binded armor 
Second armor 
Scale coated armor 


Middle armor 
Chainmail armor 
Best natural armor 
Metal plated armor 


Supernatural armor 
Magical black armor 


FUNCTION 
DES.CRIPTION 


Restores full mcma 
Blue potion 
Restores full health 
Red potion 
Restores fitll mana and health Purple potion 
Makes user become transparent Small leather pouch 
for a limited time 
Doubles movement speed for a Golden brown nut 
limited time 
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~t!Come of ;ffmagic~ 


~Cboo{g Of fflagtc 
- Adapted from the libraries of Azahar Mor'deth 


There ure nine schools of 111agic. These "schools" are idealogies and disciplines that 
dedicated mages spend entire lifeti111es pursuing. 
Drake, however, is what is com111only refered to as a "hedgewizard". Like a Jack of 
All Trades, he is a 111aster of none, but has knowledge in all nine areas ( except Dark 
magics, which he associates with the Legion and refuses to learn). 
All beings in the world are in someway "grounded" in a realm of magic. This 
typically means that they are resistive to tha,t pa,rticula.r brand of magic. 
Unfortwuitely, this typically leaves them vulnerable to the effects of the opposite 
kind of magic. 
Schools oppose each other in a way that maintains the balance of the universe. 
Schools are grouped into three groups: 
ELEMENTS: The four elements are earth, air, fire and water. Earth op1wses A ir, and 
Fire opposes Water. 
ESSENCE: The three essences a.re mind, body and spirit. Mind opposes Body. 
However, Spirit is the only school of magic without a direct opposite, although Mind 
or Body both have some effect against it. 
ETHEREAL: Light and Dark are the ultimate opposites. Both are extremely 
powerful forms of magic and oppose ea.ch other fiercely. 
COLORS: Fire: Orange - Earth: Green - Air: Very light blue - 
Weiter: Light blue 


Mind: Blue - Body: Red - 
Spirit: Bright purple- Light: White gold - Dark: Dark purple 
fflagtcal m:aitgmang 


!Jn 11dditim, to spells, theu au also /1tt15ict1l 'lalismans that can 6e 6ound 
throu5hout the la>,ds. Accordin5 to /1toz'deth, these »it15ict1l tzinkets, when t1p7'lied 
to 11 "'e11pon, in6lict 5zeatez dt1mt15e in their sreci6ic »it15ic class. A zmor and shields 
c11n also 6e enchanted, aeatin5 a usistance to that sreci6ic t11pe 06 ma5ic. 
~25~ 


The following Talismans can be applied to weapons, armors and shields: 
FIRE Talisman -EARTH Talisman -AIR Talisman - WATER Tcilisman -BODY Talisman 
SPIRlT Talisman - MIND 'falisman - LIGHT 1hlismw1 -DARK Talisman 
~pellg 
FIRESTORM (FIRE MAGIC) 
\Vith this aimed spell, fireballs streak 
from the caster's hands in rapid-fire 
succession, twist toward the target cmd 
then burst in a cascade of small ei:plosions 
in I.he area a,round the ta,rget point. 


LIGHTNING (AIR MAGIC) 
This auto-targeting spell creates arcing 
lances of electricity which emanate from 
the caster's hands toward the chosen 
target. This spell targets 11rogressively 
more creatures as you gain 11ower. 


SNAP FREEZE (WATER MAGIC) 
This is cm 'Area Effect' spell centered on 
the mster. It freezes targets in place for 
a limited amount of time, rendering 
them helpless to attack. 


MANA SHIELD (MIND MAGIC) 
This .~pell creates a magiccil field around 
the caster's shield that gives a bonLL~ to 
spell effects, and additionally acts as 
armor against incoming spell damage. 
This spell can only be cast if the caster 
has a shield equipped, and can only be 
cast on the caster. 


HOLY WRATH (LIGHT MAGIC) 
While this spell causes only minor 
damage to nonnal creatures in an area 
of effect centered on the caster, it may 
have special applications against unholy 
or dark 111agic creatures. 


HEROISM (SPIRIT MAGIC) 
Another spell cast only on the caster, 
this spell increases the caster's overall 
level as well CL~ the rank of his/ her 
weapon (whether melee or ranged). 
This spell does not increase spell ranks. 


REGENERATION (BODY MAGIC) 
This spell effectively speeds up the 
caster's rate of regeneration, ccwsing 
health 11oinl~ to regenerate at a rapid 
rate over a shorter time. The spell 
duration is , quite lengthy, but only 
effects the caster. 


DEADLY SWARM (E11RTH MAGIC) 
In this auto-target-ing spell, a swarm of 
insects is swnnwned which bites and 
stings all targets within a small area. 


~t!Come of ;ffmagic~ 


~Cboo{g Of fflagtc 
- Adapted from the libraries of Azahar Mor'deth 
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fflagtcal m:aitgmang 


!Jn 11dditim, to spells, theu au also /1tt15ict1l 'lalismans that can 6e 6ound 
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c11n also 6e enchanted, aeatin5 a usistance to that sreci6ic t11pe 06 ma5ic. 
~25~ 
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~pellg 
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~~losing ~bbite~ 


'Z',,ake - ([;hou5h this is 110t 611 Mii( means a complete 7uide to e11w1 peiil •1ou mav 
tace 011 •1out quest, !J hope that it sewes as a staHin7 point ttom hJhich •1ou hJill 
5tohJ in stun5th and hJisdom. 


!J can't tell 11ou hohJ much !J hJish !J could 6e hJith •1ou to help •1ou t ace the pe1il!l 


!J totesee in •1out tutute. ')fou k1i0hJ hJell that !J ha11e tou7ht tot ma,,v •1ea1s 
11511inst the /!,e7ion and hJould still 6e ti5htin5 todt11t Lt !J had lite in me. 


!Jt vout quest takes a tut11 tot the hJMst, the last ad11ise j can o#et is to call upon 
the sms at 3'Z'lO tot 5uidt111ce. ([;he11 can help vou t€1it1i11 the path to 11icto111. 
Best hJishes toi a successtul and ptospetous 6€1iinnin5 to •1out quest ... the 
outcome is shtouded in the daik11ess ot uncet tai11t11, so 6e ot 7uat coutt15e and do 
1wt tail us. !J 6elie11e in •1ou 'Scatted One'. - ,Noma,,dl 
J!,ints anb W::ips 
Do you seek the guidance of the secret keepers? Not quite the undead slnyer 
Nomandi foresaw? We should be able to enlighten you with our wisdom. Whenever 
you feel like you can go no further in your holy quest, call upon us to assist you. You 
can receive help by calling the 3DO Hint Line. 


Cal11-900-CALL-3DO {1-900-225-5336) for pre-recorded hints, tips, and clues. 


Calls to the Hint Line cost $0.99 per minute for recorded hints and tips; calls must 
be made from a Touch Tone Phone. If you are under 18 years of age, you must get 
your parents' permission before calling. 


~(us:tomer ~upport~ 
Web ~ite 
Visit, www .3do.com/support for lnte-breaking news and information, answers to 
Frequently Asked Questions (FAQ's), and the latest product updates. 
CUSTOMER SUPPORT E-MAIL ADDRESS -If you want to ask a specific technical 
question, you can use the online email form available at our web site or send email 
directly to customer-support@3do.com. 
jbone 
If you would prefer to call us, our Customer Support phone number is: 
(650) 261-3454, Monday t hrough Friday, 9:00am - 12:00 noon and 
2:00pm - 5:00pm, Pacific Time. 
You can also send us a fm: at (650) 261-3419. 
m.~. ~ail 


Customer Support 
The 3DO Company 
600 Galveston Drive 
Redwood City, CA 94063 


If you wish to purchase additional copies or other titles from The 3DO Company 
please call: 
3DO Direct Sales - (800) 336-3506 in the United States 
(650) 261-3227 outside the United States 


World Wide Web· 
http://www.3do.com 
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THE 3DO COMPANY - END-USER LICENSE AGREEMENT 


IMPORTANT-PLEASE READ CAREFULLY. IF YOU ARE UNDER THE AGE OF EIGHTEE (18), PLEASE HAVE A PARENT OR GUARDIAN READ 
THE ENTIRE END-USER LICENSE AGREEMENT (the "EULA") PRIOR TO USING THIS 300 PRODUCT IN ANY MAN ER. TI,e EULA is a legal 
agreement between you, the original consumer purchaser or subsequent transferee of this 3DO software product ('"You") and The 300 Company, a California 
corporation ('"300''). As used herein, the lcnn "Program" includes the computer sortwarc and associated audiovisual works. the related media, any printed 
materials. and any electronic or "on-line'' documentation materials regarding this 300 software product By opening this package and/or using the Program, You 
accept and agree to abide by all of the terms and conditions of this EULA. 


I. LICENSE GRANT. 300 hereby grants You a non-exclusive, personal license to use the Program solely in accordance with the tcnns and subject to the 
conditions of this EULA. The Program incorporates various in1ellcc1ual property rights. that may include, without limitation, copyrights, trademarks, paten1s, trade 
secrets and other proprietary rights (collectively. the "Intellectual Property Rights"). While You are entitled to own the physical media on which lhe Program is 
distributed, 300 retains all rights. title and interests in and 10 the computer software. audiovisual works. and other materials comprising the Program and all 
Intellectual Property Righls relating thereto. 


2. RIGHTS AND RESTRICTIONS. The Program is protected by U.S. and foreign copyright laws and international copyright 1rea1ies, as well as by other such 
intellec1ual property laws and treaties. The Program is licensed (and not sold) to You. and any and all rights not expressly granted to You herein are reserved by 300. 


• You may use one copy of the Program on your game console. Except as expressly set forth in the user manual for this 300 software product, the Program may 


no1 be shared or otherwise used simultaneously on more than one game console. 


• The Program is licensed for use as a single integrated product, and You agree nm to separate 1he component parts of the Program for use in any other application, 


product or service. 


• You agree not to publicly perform, rent, lease, loan, or sublieense the Program (or any portion thereof), or 10 otherwise provide any third party with access to 
and/or the opportunity to copy or otherwise use the Program. 


• You agree not to adapt or otherwise modify, create any derivative work, or decompile, disassemble, reverse engineer, or otherwise auempt to derive any source 
code from, the Program (or any portion thereof), except and only to the extent that, notwithstanding such restrictions, such activity is expressly pcnnitted by 
applicable law. 


• You may pennanently transfer all of your rights under this EULA, provided that (i) You transfer the entire Program, including any and all components thereof 


and all versions of the Program licensed to You hereunder; (ii) You retain no copy or copies of the Program; and (iii) the transferee agrees to all of the tem1s and 
conditions of this EULA. 


3. SUPPORT SERVICES. 300 may provide You with support services relating to 1he Program (collectively, "Support Services"). Your use of any such Support 


. Services shall be subject to 300's then-applicable policies and programs as described in the end-user manual for the Program. in "on-line'' documentation (if any), 
and/or in other such materials published by 300. All supplemental computer software and documentalion materials (if any) provided by 300 as part of its Support 
Services or otherwise shall all be considered part of the Program for all intents and purposes and shall be governed by the provisions of lhis EULA. Any infonnation 
that You disclose or provide in connection wilh the Support Services may be used by 300 for any of ils business purposes, including, but not limited to, product 
development and support. 


4. U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and all components and versions thereof arc provided with restricted rights. Use. duplication, or 
disclosure by lhe U.S. Government or any U.S. Government subcontractor is subject to restrictions as set forth in subparagraph (c)( l)(ii) of the Rights inicchnical 
Data and Computer Soflware clauses at DFARS 252.227-7013 or subparagraphs (c)(J) and (2) of the Commercial Computer Software-Restricted Rights clauses at 
48 CFR 52.227-19, as applicable. "Manufacturer'', as such tennis used therein. is The 300 Company. 600 Galveston Drive, Redwood City, California, 94063, U.S.A. 


5. EXPORT UAB LLITY ASSURANCES. You agree that the Program will not be exported outside the United States except as authorized ancVor permitted by the 
laws and regulations of the United States. If You have rightfully obtained the Program outside the United States, You agree nol to re-export the Program except as 
pennilled by the laws and regulations of the United St.lies and the laws and regulations of the jurisdiction in which You obtained the Program. 


6. TERMINATION. Without prejudice to any of 300's other rights and remedies under applicable law. 300 may, at iL~ sole discretion, lenninate this EULA if You 
fail to comply with any of the tenns or conditions of this EULA. In the event this EULA is tenninated. You must destroy alt copies of the Program, including, but 
not limited to, all components and versions thereof licensed to You hereunder. 


7.GOVERNlNG LAW. This EULA shall be governed by and construed under the laws of the State of California, excluding that body of law related to choice of 
laws, and of the United States of America. 


8. ENTIRE AGREEMENT. This EULA constitutes the entire agreement and understanding of the parties regarding the possession and use of the Program by You and 
the related subject mauer hereof. If any provision of this EULA (or part thereof) is determined by any court of competent jurisdiction to be void, invalid or otherwise 
unenforceable, such provision (or part thereof) shall be deemed deleted from this EULA. while the remaining provisions of this EULA shall continue in full force and 
effect. No fai lure or delay by 300 in exercising any right, power or remedy under this EULA shall operate as a waiver of any such right, power or remedy. 
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